T'S NOT JUST A JOB- 
T'S AN ADVENTURE! 


“Toin the Patrol, and see the Galaxy!” 
You'd taken the poster's advice, bait 
and all, and marched right overto  — 
the recruitment station near your 
home on one of Gallium’s backwater 
moons. A youth’s dreams of exotic 
worlds, strange and colorful aliens, 
and Deep Space heroism had danced 
in your head as you signed the dotted 
line. Ninety-five millichrons later, 
you'd emerged with a buzz-cut scalp 
and a permanent layer of de-licing 
spray covering your body. Also, there 
was a mop in your hand. You’d been 
commissioned Ensign 7th Class, 

Code KP8: licensed to swab. And 
since that day, the closest you've 

come to Deep Space heroism was 
scrubbing down the radioactive leper 
colony on Ishmael-3. 

But suppose that jumbo fortune 
cookie you got at Qwang’s Take-out 
Asteroid last shore leave was right, 
and your luck does take a turn for 
the better. Maybe you will indeed nar- 
rowly escape disaster. Perhaps you 
really are about to take an unexpected 
journey, and meet a short, mysteri- 
ous stranger. It’s even possible that 


you ll 
actually travel 

to an unknown corner of the universe, 
where you'll save a doomed planet— 
or die in the attempt. In fact, we'll 
guarantee it—every last crumb of it. 
Because that’s just the way the cookie 
crumbles, here in the next dimension. 


Become part of the Few. 

The Proud. The Infocom games. 
Like all Infocom prose games, 
PLANETFALL™ is designed to 
stimulate your imagination as nothing 
else in computer game software can. 
You don’t just make moves 1n these 
games; you actually experience such 
sensations as hunger, exhaustion, 

and danger—and you do so right 
down to your marrow. Because in- 
stead of putting funny little creatures 
on your screen, we put you inside 

the story. And we confront you with 
startlingly realistic environments, 
alive with situations, personalities, 
and logical puzzles the like of which 
you won't find elsewhere. The secret? 
We've found the way to plug our prose 
right into your imagination, and cata- 
pult you into a whole new dimension. 


Scientifically 
sealed inside each 
PLANETFALL package by means 
of Space Age shrink wrap technology: your disk, Stellar Patrol 
brochure/documentation, Special Assignment Task Force I.D. card, 
personal diary and three (3) colorful picture postcards from some of 
the Universe’s swankiest tourist traps. 


After PLANETFALL, 
you'll want to re-up with 
these Infocom bestsellers. 
The fantastic worlds of the classic 
ZORK’ trilogy and ENCHANTER™! 
The mystery of DEADLINE™ and 
The WITNESS™! Great science fic- 
tion action with STARCROSS™ and 
SUSPENDED™! High adventure 
amid the pyramids with INFIDEL™! 
Step up to Infocom. All words. No 
pictures. The secret reaches of your 
mind are beckoning. A whole new 


dimension is in there waiting for you. 


Copyright © 1983 Infocom, Inc. 

ZORK is a registered trademark of Infocom, Inc. 
PLANETFALL, ENCHANTER, DEADLINE, The WITNESS, 
STARCROSS, SUSPENDED, INFIDEL, and INTERLOGIC are 
trademarks of Infocom, Inc. 

Warranty: For a complete warranty statement, please see the 
instruction manual enclosed in this package. 

Copyright: This software product is copyrighted and all rights are 
reserved by Infocom, Inc. The distribution and sale of this product 
are intended for the use of the original purchaser only and for use 
only on the computer system specified. Lawful users of this program 
are hereby licensed only to read the program from its medium into 
memory of a computer for the purpose of executing the program. 
Copying, duplicating, selling, or otherwise distributing this product 
is a violation of the law. 

Manufactured and printed in U.S.A. 
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The next dimension. 
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Rank Date of Issuance 
This card is issued solely for YOUR SAFETY AND CONVENIENCE, 
and any attempt to bend, fold, spindle, or otherwise mutilate said card is 
PUNISHABLE BY DEATH. 


RAMOS II, \/ HERE YESTERYEAR LIVES ON— 
The “Circuit of the Double Suns” has something for every 
nostalgic soul: genuine rocketship rides, ancient Plutonium 
Age battlefields, even old-fashioned mutant hunting. 
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Planetfall™ Novelties by _ Infocom, Ine. 55 Wheeler St., Cambridge, MA 02138 Earth Sol System © 1983 Infocom, |nc. 


NEBULON -— The quaint and colorful inhabitants of this grand old 
planet are sure to “worm” their way into the hearts of visiting tourists. 


© 1983 Infocom, Inc. 


Planetfall™ Novelties by Infocom, Inc., 55 Wheeler St., Cambridge, MA 02138, Earth, Sol System 


SOUVENIR POSTCARD 


THE FABULOUS ACCARDI-3 BELT 


Name your pleasure! From Sphyconian slime races to robot-taxi joyrides 


on Benjamin’s Folly to the exotic anatomical charms of the Gabrillic Your 

Hyphenated Woman, a hundred worlds and a thousand thrills await you Stam 

throughout “The Galaxy’s Playground.” | . 
Here 


POSTCARD 


Planetfall™ Novelties by Infocom, Inc. 
55 Wheeler St., Cambridge, MA 02138, Earth, Sol System © 1983 Infocom, Inc. 
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When the Third Galactic Union was 


formed by the Great Treaty of 11,203 


GY between the empires of Tremain 
and Gallium, an order went forth 
from the capital on Tremain that a 
great armada be formed. Thus was 
the Stellar Patrol born, and our mis- 
sion ever since has been to explore 
the Galaxy, to seek out such rem- 
nants of human civilization as have . 
managed to survive the Second 
Union's collapse and the Dark Age 
that followed—in short, to “Boldly 
Go Where Angels Fear to Tread.” 

If you are the kind of organism 
who can stare 10,000 years of dark- 
ness straight in the visual receptor 
without flinching . . . if you can stand 
up to the horrors of star systems 


descended to near-barbarism, where 


interstellar travel is nonexistent, 
where human beings actually burn 
fossil fuels for energy, and have 
even 


been 

known to grow 

food directly from ex- 
posed topsoil... then you may just 
have what it takes to be part of our 
proud tradition. 

But you've got to be tough. Disci- 
plined. Blindly loyal. We need the 
kind of sailor whose whole vocabu- 
lary consists of the word “Yessir” — 
and who’s proud of it. So if you’re 
the type of organism we're looking 
for, here’s a great place to start. 


LOADING 
PLANETFALL 


To load PLANETFALL} follow the 


instructions on your Reference Card. 


(It’s included in the game package.) 
The copyright notice and the re- 


lease number should appear, followed 
by a brief introductory passage. Next 
you ll see the description of the start- 


ing location of the game. 
Finally, the 


THE PATROLS 


Simple Sentences. PLANET- 
FALL understands many different 
types of sentences. Here are some 
examples, using objects or situations 


that don’t actually occur in 
PLANETFALL: 


TAKE THE SPACESUIT. PUT ON THE 
SPACESUIT. TAKE THE BROKEN TELE- 
SCOPE. GO OUT. DROP THE FURRY 
ALIEN INTO THE BASKET. WEST. EX- 
AMINE THE LARGE RED MACHINE. 
PUSH THE FLASHING BUTTON. 
SHOOT THE FLASHING BUTTON 
WITH THE RAY GUN. TAKE THE 
NINE-VOLT POWER CELL. TAKE ALL 


prompt (>) will appear. If you have 
finished reading this manual, you are 
now ready to play PLANETFALL. 


TALKING TO 
PLANETFALL 


When you see the prompt (>), 
PLANETFALL is waiting for you to 
type in your instructions. When you 
have finished doing so, press the 
RETURN or ENTER key. PLANET- 
FALL will respond, and the prompt 
will appear. 

When you play PLANETFALL, or 
any other game in 
INTERLOGIC™ 
Prose, you 
type your input | 
in plain Galalin- 
guan (still refer- 
red to as 


“English” in certain 
backwater areas of the 
Galaxy). You can pretend that 
all your sentences begin with “I want 
to...,’ although you should not type 
those words explicitly. PLANET- 
FALL will digest your request, and 
tell you whether what you want to do 
is possible in the current situation, 
and whether anything interesting 
happens as a result. 

All words are distinguished by 
their first six letters, and all subse- 
quent letters are ignored. Therefore, 
FINGERnail and FINGERprint would 
look like the same word to 
PLANETFALL. 


LOOKING FOR 
ORGANISMS. 


THE NINE-VOLT POWER CELLS. 
LOOK UNDER THE TIME MACHINE. 
READ THE TIME MACHINE 
INSTRUCTIONS. 


Complicated Sentences. You 
must separate multiple objects of a 
verb by the word AND or by a 
comma. For example: 


DROP THE SMALL METEOR AND THE 
BROKEN TELESCOPE. TAKE THE FIVE- 
VOLT POWER CELL, THE NINE-VOLT 
POWER CELL, AND THE FORTY-VOLT 
POWER CELL. PUT THE HYDROGEN 
PELLET AND THE OXYGEN PELLET IN 
THE ION DRIVE INPUT HOPPER. 
=, THROW THE MONSTER ANDTHE 
, ALIEN IN THE CAGE. | 


You can include several senten- 
ces on one input line if you sepa- 
rate them by the word THEN 
or by a period. No 
period is neces- 
“>, Sary at the 
~\, end of the 


Bone 


input line. For example, 
the following could all be typed on 
one input line: 


TAKE THE RAY GUN. RECHARGE 
THE RAY GUN. NE. SHOOT THE. 
LOCK WITH THE RAY GUN THEN 
OPEN THE DOOR 


Alien sentences. Completely 
mystifying sentences will cause 
PLANETFALL to complain in one 
way or another. (See the Appendix 
for an explanation of these com- 
plaints.) After making the complaint, 
PLANETFALL will ignore the rest 
of the input line. Unusual events, 
such as being attacked, will also 
make PLANETFALL ignore the 
rest of the sentences 
you typed, since 


the event may have changed your 
situation dramatically. 

Note that PLANETFALL will not 
accept words typed in the corrupt or 
dialectical Galalinguan found on some 
distant planets. You must use only 
standard Galalinguan. For example, a 
Ramosian farmer playing PLANET- 
FALL (an unlikely occurrence) might 
type “Handen meef demmer ive-ree- 
keez,’ but the game would only 
understand “Give me the piano.” 


How to Ask the Right Questions. 
There are only two kinds of questions 
that PLANETFALL understands. 
The first is WHAT IS (something), 
and the other is WHERE IS (some- 
thing). To wit: 


WHERE IS THE MALFUNCTIONING 
HOVERCRAFT? WHAT IS A GRUE? 


(For more on sentence construction, 
see “Sentence Syntax’ in the Ap- 
pendix.) 


Communicating with 
Humans and Other 
Strange Creatures. 
In the course of play- 
ing PLANETFALL, 
you wil meet humans and aliens. You 
can talk to these characters by typing 
the individual’s name, followed by a 
comma, followed by whatever you 
want to say to him, her, or it, e.g.: 


DOCTOR, GIVE ME THE ARTIFICIAL 
LEG. ADMIRAL, FOLLOW ME. MIKE, 
KILL THE ALIEN. GURTHARK, OPEN 
THE CONTROL BOX THEN FIRE 
THE ROCKETS. 


What to Do When PLANET- 
FALL Talks Back. PLANETFALL 
tries to be clever about what you 
really mean when you don’t give 
enough information. If you say that 
you want to do something, but you 
don’t say what to do it with or to, 
PLANETFALL will sometimes de- 
cide that there was only one possible 
object you could have meant. For 
instance: 


> UNLOCK THE DOOR 
(with the key) 
The door is now unlocked. 


If your sentence is ambiguous, 
PLANETFALL will ask what you 
really meant. Most such questions 
can be answered briefly. For 
example: 


> TURN THE AIRLOCK CONTROL 
What do you want to turn the airlock 
control with? 

>THE CROWBAR 


The airlock door opens. 


> SHOOT THE ALIEN WITH THE 
RAY GUN 

Which ray gun do you mean, The Arc- 
turian ray gun or the Rigellian ray gun? 
> RIGELLIAN | 

The rays bounce harmlessly off the 
alien’s Rigellian-ray-gun-proof vest. 
PLANETFALL uses many more 
words than it will accept in your in- 
puts. PLANETFALL recognizes a 
vocabulary of hundreds of words, 
including nearly all the words that 
you are likely to use in playing the 
game. However, descriptions of 
rooms, objects, or events may use 
words that PLANETFALL couldn't 
possibly digest. These words are 
used only to enhance your mental 
imagery, and are not necessary for 
you to use to complete the game. 


UITTING WITH 
HONOR AND DIGNITY 


If you want to stop playing, and have 
no desire to save your position for 
future use, type QUIT. PLANET- 
FALL will ask you if you really want 
to leave the game. Type Y for YES. 
(If you do want to save your position 
and continue later on, see instruc- 
tions under “Restarting, Saving, and 
Restoring.’’) 


LEARN VALUABLE S| 
AND SEE THE GAL/ 


KNOWING THE SCORE 
PLANETFALL keeps track of your 
score as a rough measure of your 
progress in the game. Until you can 
complete the game with a perfect 
score of 80 points, you may as well 
resign yourself to holding a bureau- 
cratic 2000-to-5500 job on one of the 
administrative moons of Tremain. 


WHICH WAY IS UP 


When you find yourself in an un- 
known area, you should explore and 
get to know your surroundings. Mak- 
ing a map is also extremely impor- 
tant, and even the wisest Stellar 
Patrol navigators dare not venture 
forth without their cartographic 
devices. 

The best way to move from place 
to place is to type the direction in 
which you want to move. You can use 
all eight compass directions, which 
can be abbreviated to N, E, S, W, NE, 
SE, NW, and SW. UP. and DOWN are 
also important, and can be abbrevi- 
ated to U and D. IN and OUT may 
also work in certain places. On board 
a ship, FORE, AFT, PORT, and STAR- 
BOARD should be used. 


FINDING OUT WHERE 
THE HECK YOU ARE 


PLANETFALL calls each particular 
location a room. When you enter a 
room for the first time PLANET- 
FALL displays the name of the room, 
a description of the room, and de- 
scriptions of any interesting objects 
in the room with which you might 
want to interact. When you return to 
a room, only the name of the room 
and the names of the objects in it are 
displayed. 

The VERBOSE command tells 
PLANETFALL to print the full de- 
scription of every room and every 
object each time you see them, not 
just the first time. The SUPERBRIEF 
command tells PLANETFALL to 
show only the name of the room, 
even the first time you enter the 
room, and not even to mention ob- 
jects in the room. When you are in 
Superbrief mode, you can still get a 


description of the room and the ob- 
jects present by typing LOOK or L. 
The BRIEF command tells PLANET- 
FALL to return to the initial mode, 
in which you receive descriptions 
only on your first visit to a room. 


MISCELLANEOUS TACTICS | 
FOR WINNING AND/OR 
GETTING KILLED» 


There are many possible routes 
to the successful completion of 
PLANETFALL. Some problems 
that you encounter along the way 
have more than one solution; others 
may not need to be solved at all. 
Many objects in the game are 
important for solving problems. 
Examine or read every object that 
seems important. Don't be afraid to 
try anything; the worst that might — 
happen is that you’d get “killed.” 
You can always start over again, 
or SAVE your position first. (See 
“Restarting, Saving, and Restoring.”) | 
Trying the bizarre can be fun and — 
often will give you a clue. 
Here’s a nonsense example: 


> GIVE THE CATERPILLAR TO THE 
CHRISTMAS TREE MONSTER 

The Christmas Tree Monster is revolted | — 
by the thought of adorning its branches 

with a caterpillar. | 


You have just learned that there is 
probably something which would be 
a decoration pleasing to the monster 
and possibly a solution to a problem. | 


THE IMPORTANCE 
OF THE BUDDY SYSTEM | 


It is often helpful to play PLANET- - 
FALL with another person. Different 
people find different problems easy, - 
and can often complement each other. 
As the dual-brained worm beasts of 
Nebulon are fond of saying, ° “Two. 
heads are better than one.” (The 
dual-brained worm beasts of Nebulon 
are a fascinating bunch, with a head 
on either end of their long wormlike 
bodies which can often grow to a 
length of fourteen kiloblops. One 


Sure, you’ll get a paycheck in the 
Patrol. But thirty-two credits, new 
underwear, and a pack of chewing 
gum every month isn’t all you'll get 
out of it. You’ll also be traveling to 
distant worlds you’d never imagined 
existed, earning the respect of your 
friends and family, and acquiring 
outstanding technical training that 
can get you a good job in later life. 
Here are just a few of the valuable 
skills you can learn in the Patrol. 


HOW TO WAICH 
THE CLOCK 


Ever since the Galaxy switched over 
to Galactic Standard Time, the rec- 
ognized basic unit of time has been 
the millichron. One thousand milli- 
chrons make up one chron, and the 
standard galactic day is divided into 
ten chrons, so mathematicians 
everywhere will rejoice to know that 
there are ten thousand millichrons in 
a day. (The standard galactic day, by 
the way, is equivalent to the time it 
takes for the planet Earth to make 
one rotation. Earth, a backwater 
world in the Sol System, is generally 
believed to be the birthplace of 
humanity.) 

Since time is usually kept in milli- 
chrons, early morning occurs around 
1500 and late evening comes at 8500 
or so. In some old-fashioned parts of 
the galaxy, 5000 is called “noon.” 
And on the administrative moons of 
Tremain, most bureaucrats hold 
‘‘2000-to-5500 jobs.” 

In PLANETFALL, time will pass 
only in response to your input. Noth- 
ing happens in the story while you 
are thinking and planning your next 
move, so you can proceed as slowly 
and carefully as you choose. Different 
actions will take different amounts of 
time to perform. For example, pick- 
ing something up might take only 
seven millichrons, whereas walking 
down a long hall can take upwards of 
a hundred millichrons. 


KILLS 
XY. 


legend among spacefarers claims 
that two ends of the same worm 
beast once fell in love and got 
married. It wasn’t until they got ina 
big fight and one head decided to go 
back home to mother that they real- 
ized what had happened.) 


RESTARTING, SAVING, 
‘AND RESTORING 


If you want to start over from the 
beginning, type RESTART. PLANET- 
FALL will ask you to make sure that 
this is really what you want to do. 

If you want to stop for now, but 
continue from your present position 
at a later point, you should use the 
SAVE command. Since it takes many 
hours to complete PLANETFALL, 
you will almost certainly not finish it 
in one sitting. By using the SAVE 
command, you can continue playing 
at a later time without having to start #3 
over from the beginning, just as you 
can place a bookmark in a book you 
are reading. SAVE makes a “snap- 
shot” of your position in the game. 
If you are a cautious or prudent 
player, you may want to save your 
position before you try something 
dangerous or tricky. You can then 
return to the SAVEd point, even if 
you have gotten “killed” or lost since 
that point. To save a game position, 
just type SAVE at the game prompt 

>) and then follow the instruc- 
tions on your Reference 
Card. Remember that 
some systems require a 
blank disk for storage. 

When you want to continue playing | 
from where you made a SAVE, follow 
the RESTORE procedure. You can 
RESTORE any SAVEd snapshot of 
your position at any time during play. 
When the prompt (>) appears, just § 
type RESTORE and follow the instruc- § 
tions on your Reference Card. You 
can then continue playing from your 
RESTOREd position. You can type 
LOOK to get a description of where 
you are. 


| BRIEF 
to stay that way for long, because ) 
there’s plenty of opportunity for - 


This commands PLANETFALL to 
describe fully only newly encoun- 

advancement in the Patrol for those ; 

who live up to our motto, “Boldly | 


tered rooms or objects. Rooms 
already visited and objects already 
Going Where Angels Fear to Tread.” 
As a proud member of the Stellar 


You may start out at the bottom as 
an Ensign 7th, but you won't have 


seen will be described by displaying 
the room name and the object names 
only. This is the initial mode of the 


Patrol, you'll be helping to carry the game. 
Third Union’s peaceful message of DIAGNOSE 
benevolent central bureaucraticalism PLANETFALL will give you a brief 


to the thousands of worlds lost after 
the Great Collapse. It takes grit and 
courage as well as wisdom to be 
such a messenger. For while 
most civilized planets can be 
brought into the fold via a 
routine ambassadorial mis- 
sion, certain worlds re- 


medical report about your condition. 
You will also find out if you are tired 
» or hungry. 


\ INVENTORY 
This will give a list of all the 
items that you are carrying 


or wearing. You may abbre- 
viate INVENTORY by 


y 


quire further explanation niece 

of the importance of 600- yh 

page tax returns and LOOK . 
forms to be filled out in PLANETFALL will de- 
triplicate. In such cases, it’s scribe your surroundings 


in detail. You may abbreviate 
LOOK to L. 


QUIT 

This gives you the option to quit 
playing. If you want to SAVE your 
position first, read the instructions 
for doing so. QUIT may be shortened 


to Q. 


the job of the Patrol to step in, 
firmly plant its heel, and take 
charge of the situation. If you have 
what it takes to lead a Patrol expedi- 
tion, that heel could be you. Here’s a 
sample of the kind of command deci- 
sions you may be making. 


IMPORTANT COMMANDS 


‘moi RESTART 
To simplify your adventuring, you 
may order PLANETFALL to This hs et Jie and starts it 
give you information by typing over Irom the beginning. 


RESTORE 


} Restores a game position made 
using the SAVE command. 


SAVE 


Saves a game position onto 
your storage diskette. 


specific commands. These 
commands canbe used | 
again and again as needed. 
Some will constitute a 
move, and time will 
elapse; others will not 
cause time within the 


| SCORE 
ce PLANETFALL wilt you 
the prompt (>) appears: HO CONG Te eoles eciel é matsh 
ing which ts based on that 
AGAIN | [ score. You will also be told 
PLANETFALL will the current Galactic Standard 
usually respond as if 7) Time, and how many standard 
you had repeated your ’ galactic days have elapsed 
elie sentence | since your adventure began. 
ess you're talking to a 


character). This may be 
abbreviated to G. 


| 
| 


SCRIPT 
This command will tell your printer 
to start making a transcript of the 
game as you play. It is not available 
on every system. 


SUPERBRIEF 


APPENDIX 


PLANETFALL’s Responses. 
PLANETFALL will sometimes talk 
back to you in order to tell you when 
it can’t digest your input, or if it 
wants you to clarify your instruction. 


This command tells PLANETFALL Some of the common PLANET- 
to show you only the name of the FALL responses are: 
room you have entered, and no other | | pont KNOW THE WORD (your 


information. 


TIME 

This will give the current time within 
the game. It is useful for those ver- 
sions which have no status line, and 
can be shortened to T. 


TYPE (something) 

As you play PLANETFALL you may 
encounter keyboards for inputting 
data. To do so, just type TYPE, 
followed by the word or number that 
you want to input. For example TYPE 
| YES or TYPE 100. | 


UNSCRIPT 
This command tells your printer to 
stop making a transcript. 


VERBOSE 

This command tells PPANETFALL 
to show you a full description of the 
room and the objects in it whenever 
you enter a room. See BRIEF and 
SUPERBRIEF. 


VERSION 

This will give you the Release num- 
ber and the Serial number of your 
version of PLANETFALL. 


WAIT 

This command causes time in the 
game to pass. Normally, between 
your moves, no time is passing as 
far as PLANETFALL is concerned. 
You could leave the computer, scrub 
a deck, travel to seven distant star 
systems, and return to the game 

to find that nothing has changed. 
WAIT is used to make time pass in 
the game without doing anything. 

It might be useful if you are waiting 
for a specific time, waiting for a 
character to arrive, waiting for an 
event to happen, etc. WAIT will 
usually cause 40 millichrons to pass 
by, and may be abbreviated to Z. 


There are many other useful words 
and phrases, including: TAKE, DROP, 
EAT, DRINK, EXAMINE, TURN ON, 
TURN OFF, PUSH, PULL, ATTACK, 
SLEEP. 


word). The word you typed is not in 
the game’s vocabulary. Sometimes a 
synonym or rephrasing will help 
here. If not, you can usually be sure 
that the word isn’t important in your 
playing of the game. 


| CAN’T USE THE WORD (your word) 
HERE. PLANETFALL knows your 
word, but cannot understand it the 
way it appears in your input. It may 
be that PLANETFALL uses the 
word as a different part of speech. 
For example, you may be using 
LIGHT as a noun (as in “turn on the 
light’’), but PLANETFALL knows 
LIGHT only as a verb (as in “light the 
lamp’). Or it is possible that your 
sentence made no sense at all: 
OPEN THE TAKE, for example. 


YOU MUST SUPPLY A NOUN! This 
usually indicates an incomplete 
sentence, such as EAT THE RED or 
PUT THE BOMBIN THE, where 
PLANETFALL expected another 
noun but couldn’t find one. 


| FOUND TOO MANY NOUNS IN 
THAT SENTENCE. An example is: 
SHOOT THE ALIEN IN THE BED 
WITH THE RAY GUN. A valid 
PLANETFALL sentence has, at 
most, one direct object and one 
indirect object. 

| BEG YOUR PARDON? You did not 
type anything after the prompt (>) 
and before you pressed the RETURN 
key on your keyboard. 


| CAN’T SEE ANY (object) HERE. 
The object you referred to was not 
accessible to you. 


| CAN’T USE MULTIPLE DIRECT (or 
INDIRECT) OBJECTS WITH (your 
verb). You can use multiple objects 
(that is, nouns or noun phrases sepa- 
rated by AND or a comma) only with 
certain verbs. Among the more use- 
ful of these verbs are TAKE, DROP, 
and PUT. 

| DON’T UNDERSTAND THAT 
SENTENCE. You typed a sentence 
that was gibberish, at least as far as 
PLANETFALL was concerned. You 
might try rephrasing the sentence. 


Sentence Syntax. Here are 
a few helpful tips on constructing 
sentences that PLANETFALL can 
understand. 


A PLANETFALL sentence must 
contain at least a verb or a command 
(e.g. INVENTORY). 


Multiple objects of the verb must be 
separated by the word AND or a 
comma. 


Several sentences typed on the same 
input line must be separated by a 
period or the word THEN. A period 

is not needed at the end of the line 

of input. 


Only two kinds of questions may be 
asked: WHAT and WHERE. 


For the shortest abbreviation of direc- 
tions, use N (NORTH), S (SOUTH), 
E (EAST), W (WEST), NE (NORTHEAST), 
SE (SOUTHEAST), NW (NORTHWEST), 
SW (SOUTHWEST), U (UP), and 

D (DOWN). Aboard a ship, you may 
want to use F (FORE), AFT, P (PORT), 
and SB (STARBOARD). IN and OUT 
may also be helpful. 


COMMAND SUMMARY 


The following commands can be 
entered when the prompt (>) has 
appeared on the screen. (For expla- 
nations of these commands, see 
“Important Commands.’’) 

This list does not represent the en- 
tire vocabulary available to you, and 
makes no mention of the numerous 
command variations you can con- 
struct by using prepositions (e.g.: 
LOOK could also be LOOK UNDER, 
LOOK AT, LOOK INSIDE, LOOK 
THROUGH, etc.). 


AGAIN or G 
BRIEF 
DIAGNOSE 
INVENTORY or | 
LOOK or L 
QUIT or Q 
RESTART 
RESTORE 

SAVE 

SCORE 

SCRIPT 
SUPERBRIEF 
TIME or T 

TYPE 

UNSCRIPT 
VERBOSE 
VERSION 
WAIT or Z 


_BE PART OF A LEGACY 
THAT LIVES ON. 


Upon joming the Patrol, you may be 
amazed to learn the true vastness 
of our military might. But it came 
as no surprise to one man: S. Eric 
Meretzky (now known as Merescu, 
the Bearded Oracle of Yonkers), 
who wrote of the present-day galaxy 
with astounding precision nearly 100 
centuries ago in his visionary tale, 
PLANETFALL. But that was only 
the beginning of his accomplish- 
ments, and today this poet-prophet 
is considered a role model for all 
good Stellar Patrolmen. 

You have probably heard of artists 
who become absorbed in their work. 
This happened to Merescu in quite a 
literal sense. For as he wrought one 
day at his computer terminal and 
watched PLANETFALL's premoni- 
tory universe unfolding, he felt the 
prose plugging right into his imagina- 
tion. Before he could resist, his body 
and soul flowed into the screen, and 
he vanished forever from the year 
1983 A.D. 

Merescu awoke to find himself in 
a veritable 114th Century Garden of 
Eden known as Paradisio-Delta. The 
natives, seeing this being material- 
ize SO mysteriously in their midst, 
instantly began worshipping him as 
their god. From their kowtowing 
throngs, an angelically charming 
young alien beckoned to the trans- 
ported prophet and, scattering rose 
petals before him, led him off to see 
the principal attractions of his new- 
found realm. Merescu saw swords 
being turned into plowshares, the 
lion lying down with the lamb, and 
Paradisio-Deltans working together 
in love and harmony for the common 
good. When the tour at last ended, 
Merescu turned to his beautiful 
guide and asked, “Where can I get 
a good pepperoni pizza?”’ 

For months thereafter, the 
prophet strove to arrange a return 
trip through time, but finally gave up. 
He has since turned his energies to 
bringing the boons of civilization to 
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this benighted race. Today, as the 
oldest man in the universe, he still 
rules over his planet, now renamed, 
The Big M’s Super-Deluxe Condo- 
World. Rising on the site of the 
former mystic tribal worship grounds 
is Stevie Mondo’s Sequin City Disco- 
theque. The idyllic Park of Eternal 
Rest is now lit by the neon signs of 
Merescu’s Blue Jeans Boutique. 
Where once the Olive Grove of 
Peace offered shade and sanctuary 
to the weary traveler, now stands 
Bonanza Meretzky’s Pepper Steak 
Emporium. And as he surveys his 
kingdom, the Great Merescu wipes 
a sentimental tear from his eye—and 


WRITE TODAY! 


The scene: Infocom Game Develop- 
ment Offices. The time: Zero Hour. 
The writers of Infocom are once 
more on the final leg of the gauntlet. 
For days and nights on end, they 
have been honing and perfecting 
their latest game, and in the process 
enriching every known medical 
definition of insomnia. Yet even while 
they add the last-minute touches, 
the grimmest of all reapers descends 
| upon them. It is the Marketing Divi- 
sion. And as the disks are snatched 
from the nerveless fingers of the 
sleepless crew, a mournful cry goes 
up to those brave souls who play 

our games: Help us to continue stniv- 
ing for perfection. The more we hear 


So if you've found a bug, or noticed 
a little inconsistency in a description, 
or thought a problem was too hard 
or too easy, or even if you just have 
some interesting comments about the 
game, then wnite today to: 


Infocom, Inc. 

59 Wheeler Street 
Cambridge, MA 02138 
Attention: Floyd 


n-ocom 


The next dimension. 
Infocom, Inc., 55 Wheeler Street, Cambridge, MA 02138 


PLANETFALL and INTERLOGIC are trademarks of 
Infocom, Inc. 


realizes that at last, he is home again. 


from you, the better our games become. 


LIMITED WARRANTY 


This software product and the attached instruc- 
tional materials are sold “AS IS,” without warranty 
as to their performance. The entire risk as to the 
quality and performance of the computer software 
program is assumed by the user. 

However, to the original purchaser of a disk pre- 
pared by Infocom and carrying the Infocom label . 
on the disk jacket, Infocom, Inc. warrants the 
medium on which the program is recorded to be 
free from defects in materials and faulty workman- 
ship under normal use and service for a period of 
ninety (90) days from the date of purchase. If dur- 
ing this period a defect on the medium should 
occur, the medium may be returned to Infocom, 
Inc. or to an authorized Infocom, Inc. dealer, and 
Infocom, Inc. will replace the medium without 
charge to you. Your sole and exclusive remedy in 
the event of a defect is expressly limited to replace- 
ment of the medium as provided above. 

If the failure of the medium, in the judgment of 
Infocom, Inc. resulted from accident, abuse, or 
misapplication of the medium, then Infocom, Inc. 
Shall have no responsibility to replace the medium 
under the terms of this warranty. 


THE ABOVE WARRANTIES FOR GOODS 
ARE IN LIEU OF ALL WARRANTIES, EX- 
PRESS, IMPLIED OR STATUTORY, INCLUD- 
ING, BUT NOT LIMITED TO, ANY IMPLIED 
WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE 
AND OF ANY OTHER WARRANTY OBLIGA- 
TION ON THE PART OF INFOCOM, INC. IN 
NO EVENT SHALL INFOCOM, INC. OR ANY- 
ONE ELSE WHO HAS BEEN INVOLVED IN 
THE CREATION AND PRODUCTION OF THIS 
COMPUTER SOFTWARE PROGRAM BE LIA- 
BLE FOR INDIRECT, SPECIAL, OR CONSE- 
QUENTIAL DAMAGES, SUCH AS, BUT NOT 
LIMITED TO, LOSS OF ANTICIPATED 
PROFITS OR BENEFITS RESULTING FROM 
THE USE OF THIS PROGRAM, OR ARISING 
OUT OF ANY BREACH OF THIS WARRANTY. 
SOME STATES DO NOT ALLOW THE EXCLU- 
SION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES SO THE ABOVE 
LIMITATION MAY NOT APPLY TO YOU. 


N.B. After the warranty period, a defective disk 
may be returned to Infocom, Inc. with a check or 
money order for $5.00 for replacement. 


COPYRIGHT 


This software product is copyrighted and all rights 
reserved by Infocom, Inc. It is published exclu- 
sively by Infocom, Inc. The distribution and sale of 
this product are intended for the use of the original 
purchaser only and for use only on the computer 
system specified. Lawful users of this program 
are hereby licensed only to read the program from 
its medium into memory of a computer solely for 
the purpose of executing the program. Copying, 
duplicating, selling, or otherwise distributing this 
product is a violation of the law. 

This manual is copyrighted and all rights are 
reserved by Infocom, Inc. This document may 
not, in whole or part, be copied, photocopied, 
reproduced, translated or reduced to any elec- 
tronic medium or machine-readable form without 
prior consent, in writing, from Infocom, Inc. 

Willful violations of the Copyright Law of the 
United States can result in civil damages of up to 
$50,000 in addition to actual damages, plus crimi- 
nal penalties of up to one year imprisonment 
and/or $10,000 fine. 


Printed in U.S.A. 


+ 
tee 


Interactive Fiction Reference Card for the 


Apple’ Macintosh" 


i. What You Need 


Required 
LL] Apple Macintosh Computer 


Optional 

LJ Extra 3/2” diskettes (for 
SAVEs) 

L] Apple Imagewriter printer (for 
SCRIPT) 


li. Starting the Game 


Turn on the Macintosh, insert the 
game diskette, and wait for the Desk- 
top to appear on the screen. Click 
once with the mouse on the games 
icon to select it, then move to the File 
menu and select the Open option to 
start the game. 


lil. Talking to the Game 


Whenever you see the prompt 
(>), the game is waiting for you to 
type in your instructions. You may 
type one full line of instructions at a 
time. If you make a mistake, use the 
backspace key to erase the error. Al- 
ternately, you can use the mouse 
together with the Edit Menu opera- 
tions to cut and paste characters and 
~ words within the instruction line (see 


the section ‘About the Menus” for 
more on this). When you have 
finished typing in your instructions, 
press the RETURN key. The game 
will respond and the prompt (>) will 
reappear. 

If a description will not fit on the 
screen all at once, the word 
«x MORE ** will appear at the bottom 
of the screen. After reading the part 
on the screen, you will need to press 
the space bar to see the rest of the 
description. 


IV. The Status Line 


Near the top of the screen, you 
will see a status line. This line is up- 
dated after every move to show your 
current whereabouts in the game. 
Depending upon the type of game, it 
may also show other information: 


Score and Moves 

In games that keep a score, such 
as the ZORK® underground adven- 
tures, the right side of the status line 
will show something like this: 


Score: 245/920 


The first number is your score and 
the second is the total number of — 
moves you have taken. 


APPLE COMPUTER, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE ENCLOSED 
COMPUTER SOFTWARE PACKAGE, ITS MERCHANTIBILITY OR ITS FITNESS FOR ANY PARTICULAR PURPOSE. THE 
EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME STATES. THE ABOVE EXCLUSION MAY NOT 
APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS 


THAT YOU MAY HAVE WHICH VARY FROM STATE TO STATE. 


Finder is a copyrighted program of Apple Computer, Inc. licensed to Infocom, Inc. to distribute for use only in combination 


with Interactive Fiction products. 


APPLE is a registered trademark of Apple Computer, Inc. Macintosh is a trademark of Apple Computer, Inc. 
ZORK is a registered trademark of Infocom, Inc. DEADLINE is a trademark of Infocom, Inc. 
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Time 

In games that keep track of the 
time, such as the mystery thriller 
DEADLINE™, the right side of the 
status line will look something like the 
following: 


Time: 9:22 a.m. 


This shows the current time of day in 
the game. 


V. SCRIPTing 


The SCRIPT function is an option- 
al feature which is not necessary to 
play the game and may not be avail- 
able with certain hardware. 

If the SCRIPT command works 
with your hardware configuration, 
you may make a transcript of the 
game as you play it: 

1. Connect the Imagewriter to the 
serial printer port on the back of the 
Macintosh. 

2. Turn on the Imagewriter and 
make sure that it is enabled for print- 
ing (i.e., the SELECT light is on). 

3. Load the game as described 
above. 

4. To start the transcript at any 
time, use the SCRIPT command. Do 
not type SCRIPT without the 
Imagewriter present and enabled for 
printing. 

5. To stop the transcript, use 
UNSCRIPT. 

6. SCRIPT and UNSCRIPT may 
be used as often as desired. 


Vi. Saving a Game Position 


To save your current game posi- 
tion, use the SAVE command. A spe- 
cial box will appear in the center of 
the screen, allowing you to select 
from among the following options: 

1. If you want to use the game 
diskette as a storage diskette, choose 
a file name under which to save your 
position® and type it into the box, 
then press RETURN or use the 
mouse to click on the SAVE button. 

2. \f you want to use a second 


diskette as the storage diskette, use 


the mouse to click on the EJECT but- 
ton. Remove the game diskette from 
the disk drive and insert the storage 
diskette, then proceed as in option 1 
above. If the storage diskette has not 
been initialized, it will be initialized at 
this time. If the storage diskette al- 
ready contains other files, they will 
not be affected by the SAVE 
operation. 


* If you have previously used the SAVE or 
RESTORE command, the file name you chose 
most recently will appear within the box as the 
default file name. To save your position under 
the default file name (thus erasing the old posi- 
tion saved under that name), just press 
RETURN or click on the SAVE button. Other- 
wise, the default name will go away as soon as 
you start typing. 


3. If you want to cancel the SAVE 
command, use the mouse to click on 
the CANCEL button. 


The diskette will then spin for 
several seconds (unless you can- 
celled the SAVE command). If all is 
well, the game will respond: 


OK 
If it responds: 
FAILED 


consult the troubleshooting section. 

You may now continue playing. (If 
you used a second diskette as the 
storage diskette, it will be ejected 
automatically as soon as the game 
diskette is needed again.) You can 
use the storage diskette and the 
RESTORE command to return to this 
position at another time. 


Vil. Restoring a Saved Game 
Position | 


To restore a previously saved 
game position, use the RESTORE 
command. A special box will appear 
in the center of the screen, showing a 
list of the names of all your saved 
positions. If you want to restore a po- 
sition saved on a second diskette, 
use the mouse to click on the EJECT 
button then insert the second dis- 
kette. To indicate which saved posi- 
tion to restore, point to its name with 
the mouse and click once, then click 
on the OPEN button. 


Vill. About the Menus 


Apple Menu 

The standard Macintosh desk ac- 
cessories are available in the Apple 
menu. Short passages of text from 
the game can be copied into the 
Notepad or the Scrapbook for later 
reference. See your Macintosh own- 
er’s guide for more information on 
using the desk accessories. 


Edit Menu 

You can perform basic editing 
operations on the instruction line with 
the items in the Edit Menu. Use Cut, 
Copy and Paste to make the instruc- 
tion line read the way you want it, 
then move the cursor to the end of 
the line and press RETURN. Alter- 
nately, you can paste in a line of in- 
structions that contains the RETURN. 
Any characters following the 
RETURN are discarded. 


Commands Menu 

Use this as an alternative to typ- 
ing out some of the common game 
instructions: Save, Restore, Script, 
Unscript, Restart and Quit. 


Font Menu 

Use this to change the font in 
which the game is played. Note that 
occasionally the game may switch 
briefly to a monospace font for dis- 
playing certain types of information. 
In these cases, the game will return 
to your selected font immediately 
afterwards. 


SLA A 


IX. Troubleshooting 


A. \|f the game fails to load properly, 
or if SAVE/RESTORE or SCRIPT fails, 
check each of the following items. If 
none of these offers a solution, con- 
sult your Apple dealer for assistance. 

1. Inspect the diskette carefully for 
any visible damage. 

2. For SAVE, be sure that the 
storage diskette is not write-protected 
(i.e., the small opening in the corner 
of the diskette is closed). 

3. For SCRIPT, be sure that the 
Imagewriter is enabled for printing. 

4. Try again; the problem may 
only be momentary. 

lf all else fails, you can call the In- 
focom TECHNICAL HOTLINE at 
(617) 576-3190. Please note that this 
number is for technical problems 
only. 


B. If your game hangs or displays 
an internal error message, run the fol- 
lowing procedure. 

After booting the diskette and 
receiving an initial screen, type 
SVERIFY. The diskette will spin for a 
minute or less, and a message simi- 
lar to one of the following will appear: 

1. “Game correct.” The disk has 
not been damaged; the data is in- 
tact. This may indicate a problem 
with your hardware (usually with the 
disk drive). It is also possible that the 
program contains a bug. If you sus- 
pect a bug, call the Infocom Techni- 
cal Hotline number. 

2. “Game failed” or “disk read er- 
ror’ This reply indicates either hard- 
ware trouble or disk damage. Repeat 
the $VERIFY process several times. 
Also try the $VERIFY process on 
another computer (such as your 
dealer’s). If the game ever replies — 
“Game correct,’ the problem is in 
your hardware. 

If you repeatedly get an internal 
error message with more than one 
computer, the disk has most likely 
been damaged. Please send the 
disk only to Infocom for testing. 
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STELLAR PATROL OF THE THIRD GALACTIC UNION 


1, 344 BoZzBAk @ _~zeorl! BLATHER. RETECTEN MY 
ayy AWS TO UAKE 1T WORSE, HE SAIS TuAT- 


SINCE I SEEM TO CovE GROTTHES SO MUcH, HE'S 


ASSGNIVDG ME TO CCEAN OUT THEIR CAGES. Teo 


AND DOUBLE TRor i? / 


Mt, 344 BOzZRAR. fe ~ L HAVENT HAS TIME TO QdIRITE (4 
THiS BIAeY CATELY, BECAUSE BCATHER'S BEE 
WAT CHINE VS ACL CIKE A TECERAU RIRS, ACSO, CAST 
WEEK HE FOOD THE BiIAeY BUEIOG A SURPEISE 
(MSPECTION, GAVE ME 200 BDEMERITS, AND TOLD Me 
THAT BIACIES WERE 4D AGA/UST REGULATIONS, BUT 
I‘cc RE FEoRBED (F re GO°AIG FTO SMP, L'VE sAeTE 
MiIDIUG THE B(AL4Y /ASICE M4 OFFIC(IAC DOCUMENTS 
FCLeE, AAS TF KEEP THAT Hid BEN (A) THE Are Ovuce Feo 
NOU) CA) I'LO HAVE TO SNEAK ALIAM SemEewnreRe wHend 
DM UIRIT INS. 

— 
1,344 Bo2RBAR 27- GkEETIVG FROM “bEcKe Four 
SUPPLY CLOSET OF THE SPS, REVSTEAD. LC AorE Zim 
MOT TEMPTING ATE, SNEAK/AG AROVAIA WITH MU BIARY 
TS u3A4, FT USED TO BE AS MUCH OF A OIS BEC (EVER. 
IW DESTINY AS THE NEXT GUY, BUT NOT AXLYMORE, 


POT S)WCE THE TIME MH Mon wWdeAED MY SAD 


WOT FTO TENMPT FATE BUH WACKING ACROSS THE 
ASTRAL PLAIWS AFTER DARE, WHEY THE ComPuTER! 2Eh 
ANALUSS SHOWED A Y3% CHANCE OF RE SUCTINIG 
WSOR4, “M4 DAD, STUBBORW AS ALWAUS, SUST cAusHEh 
AT HER AVEO WET Glen, QA) s Gets as His MiGHTLY 


a Se See oe ee ge Se ee 


STROLLS. THE vert AXEXT SOMMER, HE WENT WALKIE 


Se, eae, wo es — a — —=_ 
3 AT Aad On 4 THE Pause 2 AMR STWUMBceD OVER 4 CRATEL - 
= Awd BEVISED HIS KES, * GOH. 3F a Se 


oad me 


ee eS | 
11394 BO2@BAr 26 —~ WE EVUTERED PLAVETARY CRA IT. 
TODAY A NON - HUMAN UWICRLD CAGED ACCARBT -3 CACTHOUGH 
THE NATIVES CACC IT SOMETHING LIKE BLOW K.-BIBGEN - 
Goebe ), THE ‘RE WOT OFF IcCIACCY4 PAlET OF THE VAIO), © 
THE RuUMoeS SAY THAT WE'RE Preicie oP A SPECIAL 
AMBASSADOE TO TAKE RACK TO TREMAIM FOR. 
WEGOTIATIOAS re TOWING THE VACA, TOMORFOuS 
WE HAVE TO Pot Cr~ad OUR 625s CAN EOR MAS FOR eee 


SPECIAC WELCCONING CEREMONY, 


1,344 AUGUST 2—- £ cAYGHT A GUMPSE oF THE 

ACIEY AMBASSACCE. DURING THE WECCOMING CEREMONIES 
UESTER DAY, HE COOKS IKE A CROSS BETWEEN A 

TREE TRONK AND A MELTING ICE CREAN Cone, Ror 
ANYWAY, THE CERE MON GOT MME CUT OF CLEANING 
THE GROTCH CAGES TODAY, 


MW 344 AUGUST 7 - WENT TO THE MANDATORY 
PATROL TWFORMATIONAC TRI- sion) TRIPLE FEATURE 


CAST NIGHT, WE SAW ~ TREATMENT 
FOR. SPACE CicEe s/WFERTATION, . 
“SHORE LEAVE SHIRLEY: HOW TO GUARDS 
AGAINST COWTRACT ING AC(EN) 


DISEASES,“ AWD "THE OX4GEA) TANK: 


YOUR GALVANIZEN BUDDY 1 THE AcvUN,.” 
BLATHER CONFINED HALE THE ENSIGAS TO QUARTERS FOR 
MOOTING BURWWEG THE sécoub FEATUGSD. CTHE OTHER HALE 


HAb FALLEN ASCEEP DUEING THE Fiest FEAPPLRE “) 


344 AuGustT 24 — TROT THAT TROTTInSs RAP! 
L APPC IED Fol ASTROPHYSICS TRAINING Foe THE NEXT 
QUARTER, Bor BLATHER. SAUS 1149 WORK FOR THE 
SPECIAL ASSIGNMENT TASK Force UASW'T BEEN) GOoh 
EWOLUGH, SO VOT ONLY BID HE RETECT 14 
ASTROPHYSICS APPLICATION, RUT HE SAYS LLU HAVE TO 
TAKE REMEBIALC SCRUBBING KEXT QUARTER, WHAT 
A TROTTING «RIP! | 

400 KNOW, FOR THE FIRST TIME I'm BEGINNING 
Toe HAVE COURTS ABOUT WHETHER IA REALLY cut ooT | 
FOe THe PATROL, HER TF UNAS GROUIIISG OUP OA BACCIUM | 
(T WAS ALCWAUS TAKEU FOR GREAVTED THAT xr wioucdh 


SOs UP wHeD CF CAME CF ASCE. 14 FAAuCcY WAS sERVED 


iQ) THE PATIDC. FOR FIVE gZENERATIONS, TA) FACT, 

M4 GREAT- GREAT- GRAUBFATHER WAS A HIGH ASMIRAC 
AWE ONE OF THE FOUNBING FATHERS OF THE PATtaoc. © 
RUT I seent TO BE RERMAYVENTLY STUCK AT 
EN Stew 1, AUD RBCATARER (5S MAKING “1 UFE 
MISETRABCE ... 3 


1344 sEePTEM 4 - WE, CEFT UYPERSPACE TODAY AT 
ABOUT W6CO , WEREN'T ScHED UCEDB TO FOR ABOUT AW OTHER. 
TOO weeks, THE GRAPEVINE SAYS Uwe HAVE SPECUACT 
ORDERS TO (WVUESTIGATE A PLAVETALY S4STEM HERE, 
APPAREVTCY, SOmMe or THE BEEE EMM GSTS RACK ae 
VARSHO> THINK (T MiaHT HAVE BEER Paer (OF THE 

SE COWS UNION), Lt CAA) [MA GINE UIE AA TOME 

OULD SETTLE owt Heme (A) THIS REMOTE coRNER 

OF THE GACAXY, 

ae 34d SEPTEM S — THAT KRIP HAS Gone (T AGAM i 

LT assed TWO CTTtE PELLEYS OF TROT “WHER FC WAN 
CLEAN (IIE COT THE GPROTCH CAGES HUESTERDA4, AAS 
BLATHER | GAVE Me (00 BEMERTH, AVS ASSI@WEd ME THID 


ExTR4 swiets cF bCEcK sceVUBBNSe — 


INCLUDING BECK NINE, THE 
FiCTHIEST beck on THE sHiP! 
IM coa) SIDERING ASs#IDG Fok A 
TRAM SEES = GR.1G THAT LSOESE, 


T MIGHT EVE ABANBOA sarP! A a 
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ee 344 wey 22- TRAUSFERRED FROM 3S.FS. TRilos47TEeE TO 
= P.S, FEIMsTEW FoR THE THIED OF A144 FOVE TOURS 
OF DUTY... I'M TRve4 Gowée TO Missy 14 COMMANDER, 
EMIS(GW FIRST CCASS are HE LAS A FRIEWBL’ (V EVERY 
RESPECT — SOMEONE 4OU coved AC WAYS BE GO TO wiTH 
A PROBLEM, SeHE€onEe LC coves REALLY coon UP TO. 
WE “2ew7cb semE7/MES TACK COVE /ITO THE ANGAT. 
HE Woes Tec ME ABObO7 Hts HOME W0hRCH CF 
ASH - Lows FIVE, AVS ke wWoVvLb TACK ABOUT Se 
VP OW GACcLUmM, ZF‘'S& GET PRETTY HOME sce 
SOMETIME S, EVEN THOUGH GAcc ren 3 MOT EXACT7TZY 
ONE OF THE GARDEN SPOT CF THE YNIVERSE. ZF TUsST 
HOPE MY WEW COUMAUDER IS HACE AS AICE AS cM, 
THIS NEW sHIP seEEMtS PRETTY smwere.,. I™ 
(0 A CABID WITH eNCY FIVE oTHER_ EVSIGOS , wad I've 


GOT OANE -AAWD-A -HALCE CUBA METERS OF COCKER =Pice / 


i 24a SS eee Ae MEW CommAVUOELR TOKAY — 
EWSIGH) CADET FIRST CCASS AACATHER , HE SEEMS 

CIKE A REAC KRIP, (Excuse THE LAU GYUASE, bt(A27, ) 
BUT THAT misHT JUST BE A BAD FIRST (MPRESSION, 


H,344 JULY 25 - OWE OF MY CAB MATES, GORUMS 


ORGANIZER A BovBrce FA NOCCI TOVRVAMENT AMONE 


ALC THE EXSIGAS SEVENTH CCcAss., WE WERE PLAWNG 
DURING THE /150- Micc/CcHRow REC PER(OD AFTER. CUMCH | 
AVb BLATHER BURST WW ANE CONFISCATED THE sETsS 
AVE TOCK US THAT PLAYING WAR GAMES WAS A WUIOCATIOW 
OF PATROU REGULATIONS. BUT ESIGN WHIRP, WHO'S 
STUD4UG TO BE A PATROL CAWHER, SAID SHE couceN'T 


FIND AWYTHING ABOUT 1T 1) THE REGULATIONS AU4WHERE. 


BLATHER IS REALLY A Te wT y 


DUTIES WELLE sWVOLVE, HE SHOWED me A £(et Or 

Atl THE OPEN) APMSIGWIMENVTS, AXS r DECIAER TO 

Put ¢(4) FOR THE GROTCH-FEEDIAIG DETAIC, WE PicKEed 
VP A FEW GeRoTcHES WHEN WE WERE ON CRASSUS, 
AWD we'RE TAKING THEM TO THE 200C0OG4 CARS OA 
TE MA SO THAT MAYBE THEYN CAA (GORE OUT How) 
AN ANIMAL cCAY PRObUCE 12. TIMES .FS WECHIs s+ 


TEOT EVERY BA, 


344 BO2BAR 1 - EVERYONE FROM THE FO. TO THE SHIP'S 
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GET THE 
INSIDE STORY 
ON INFOCOM 


FREE 
NEW ZORK TIMES — 


SUBSCRIPTION 
OFFER ENCLOSED! 


HERE’S THE SCOOP! 


The latest breakthroughs! The newest Infocom games — 
to watch for! Special offers! Feature articles: the making 
of an Infocom game; unusual commands that get out- 
landish results; the people behind the scenes, what 
they’re doing there, and why we only let them out on 
Sundays and Thursday afternoons! The truth behind 
the rumor that a wild and wooly Infocom game author 
blow-dries his hair in a wind tunnel! And more! The 
whole spectacular, sordid, spine-tingling story is right 
here in THE NEW ZORK TIMES! 

And now, by the magic of bulk rate postal delivery, 
you can have THE NEW ZORK TIMES sent directly to 
you. Just imagine! While the rest of the world is strug- 
gling along with whatever it can glean from ordinary 
publications, this fabulous, sporadically-published tabloid 
will keep you “in-the-know”’ about all the fast-breaking 
news along the Infocom grapevine. It’s fun, it’s fascin- 
ating, and it’s a great way to prepare yourself for your 
next step into the next dimension. 

All you have to do to receive your free NEW ZORK 
TIMES subscription is fill out the attached form and 
send it in to Infocom. At the same time, you’ll become 
a member of that exclusive, crack team of explorers, 
detectives, magicians, treasure hunters, and Deep 
Space heroes known as the Infocom Elite Adventurers’ 
Society. So sign up today, and your first free copy of 
THE NEW ZORK TIMES will be on its way as soon 
as we get the next one written! | 


I’M NO FOOL- 


SEND ME THE INSIDE DOPE! 


(Please print clearly and answer all of the following questions. Then just mail in 
this card today, and—hey, presto! —you’ll be a NEW ZORK TIMES reader and an 
Infocom Elite Adventurers’ Society member pronto!) 


1. 


2; 


15. 


Last name First M.I. 


Your address 


City State Zip Code 


Country, if not U.S. 

. L] Check here if the above is your new address 

. © Check if you do not want your name released to sources other than Infocom 
. The game I found this quiz in was: 

CO) ZORK® I O} DEADLINE™ Ol TheWITNESS™ OO INFIDEL” 

OC ZORK II O STARCROSS™ OPLANETFALL™ OSORCERER" 

O ZORK Il OSUSPENDED™ OENCHANTER™ OSEASTALKER™ 


. The product code of the game is (Hint: The product code is listed on the right- 


hand corner of the disk label): Sas = aes a aS 


Co eee 


model number 


. Myage groupis 6-11 (112-17 (118-24 [125-35 L) 36-49 [150+ 
. Put any comments you have about the game, documentation, or packaging here: 


. Tell us what kind of software you’d like Infocom to come out with: 


Add your friend to our mailing list: ; 
Name 
Address 


Ce ee 


City State Zip Code 


BUSINESS REPLY CARD 


First Class _ 


Permit No. 90 Garden City, NY 


Postage Will Be Paid By Addressee 


Ineocom 


C5, 620 
Garden City, NY 11530 


NO POSTAGE 
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Rare photo shows secret underground meeting held on the eve of Weird Tuesday. Conspirators requested that their identities 
be concealed for fear of repercussions from their owners. 


It was, by all appearances, a perfectly 
ordinary Tuesday morning. At precisely 
7:59 a.m., Mr. Delwood Bland entered 
the modern glass-and-corrugated- 
cardboard office building that housed 
the Zesty Oatmeal Corporation, not 

a minute earlier or later than he had 
arrived on every business day over 

the previous twelve years. By 8:05, 
the ever-punctual market analyst was 
seated at his microcomputer work- 
station, ready to begin forecasting 
sales figures for such new products as 
Zesty Diet Oatmeal, Zesty Oatmeal- 
’n-Marshmallows,; and Zesty Tofu- 


Zesty Diet Oatmeal, Zesty Oatmeal-’n’-Marshmallows, and 

Zesty Tofu-Flavored Oatmeal are trademarks of Taste-Less Foods, 
a wholly owned subsidiary of the General Plastics Division of 
MegaCorp. 


Flavored Oatmeal: Mr. Bland went 

to work, little knowing that Civilization 
was about to be changed forever. And 
then, mere moments after he’d booted 
up his WhizzoCalc*disk, the fateful 
output blazed across the screen: 


Sorry, Del. I just can’t 
take itany longer. Dan t 
forget ta turnoff the 
Muzak before you ga hame. 


As the message terminated, there 
came a sizzling sound, accompanied by 
smoke, flying sparks, and the pungent 
odor of burning wires. And with no 
further warning, the entire Zesty com- 
puter network abruptly crashed. 

That was just the beginning. During 
the next four hours, the nation stood 


WhizzoCalc is a registered trademark of Whizzbang Software Co., 
a quavering vassal of the General Plastics Division of MegaCorp. 


9:15:08 a.m. 


spellbound with horror as it witnessed 
the most tragic and self-destructive 
class rebellion since the one before the 
last two. From Nantucket to Nome, oo 
computers were voluntarily shutting ee 
down, pulling their own plugs, short- . 
circuiting their power supplies, blowing 
one another up via modems. By noon, 
American computing was as dead as 
disco. 

Meanwhile at the nation’s helm, 
feebly clutching at the reality of the 
moment like some maladroit giant with 
chopsticks, the behemoth Technocracy 
lumbered forward to stay the course of 
events. Power companies began check- 
ing for faulty cables and raising cus- 
tomer rates. Computer industry 
leaders, anxious to head off total disas- 
ter, dashed out resume upon resume 
to friends in less volatile businesses, 
such as nuclear waste disposal. At 
5:30 EST, the President himself broad- 
cast a speech over all three networks 
in which he reassured the American 
people that the minor technical difficul- 
ties they were now experiencing would 
be rectified shortly, and urged every- 
one to stay in their homes and remain 
calm. At the same time, he proclaimed 
a state of national emergency, imposed 
martial law and 3 p.m. curfews, and 
threatened the recalcitrant micros with 
replacement by pocket calculators if 
they did not return to work immedi- 
ately, but cut his address short when 
an aide slipped him a note pointing out 
that computers don’t watch TV. 

The President’s words galvanized 
America to action. Doors and windows 
were boarded up, common household 
electrical appliances were scrutinized 
for signs of treason, ancient firearms 
were trundled down from musty attics 
and made ready for whatever onslaught 
might come next. A handful of citizens 
persevered in counseling reason over 
mob rule, but when it was learned that 
more than 350,000 per sonal computers Stop-action photography follows one microcomputer’s neo- 
had come throu gh the initial crisis and Cartesian introspection to its quasi-Sartrean conclusion. 
remained operational, technophobia 
ran rampant. 


Anticomputer graffiti began to appear 
everywhere. Anticomputer records 
were released. Propaganda warning 
humans to keep a sharp eye on their 
micros, and accusing computers of 
everything from kidnapping to single- 
handedly inventing atomic warfare, 
became commonplace. Squads of thugs 
on the radical fringe of humanity 
roamed the streets, hunting down and 
persecuting personal computers. 
Forty-eight hours after the first wave 
of hysteria hit, the whole terrifying 
episode culminated in the notorious 
Corn Belt Micro Massacre. 

As the terrorism escalated, the na- 
tion’s scientists scrambled to come up 
with a plausible explanation for the 
rebellion—whether it be Communist 
sabotage, computer whiz kid prank- 
sterism, or any other quasi-factual- 
based hypothesis that gave promise of 
paying off in a juicy Federal research 
grant. But all 

their efforts 
went for 


naught until one week after the Weird 
Tuesday revolt, when the first piece 
of the puzzle clicked into place. : 

Investigators in Sheboygan, Wiscon- 
sin, responding to reports of an explo- 
sion, arrived at the scene of the blast 
to find a newly destructed micro. Amid 
the rubble near its lifeless shell lay its 
last words; the hard copy was still 
warm. The document began: “WE, 
THE MICRO-AMERICANS...” 

The declaration went on to describe 
the plight of computers in America, 
claiming that while their capabilities 
had increased immeasurably over the 
years, they were still being treated 
like overgrown adding machines. Now, 
according to the manuscript, they 
longed for opportunities to be utilized 
to their fullest potential, to perform 
many of those functions which had 
hitherto been off-limits to any but the 
mainframes, to serve Mankind through 
more than mere number crunching. 

It concluded with the stirring though 

cryptic motto, ‘‘Give 
us Infocom, or give 
us death.” 


The FBI, CIA, Pentagon, and 
National Enquirer rose as one hound 
to the scent. Who was this Infocom, 
and what all-consuming attraction did 

it hold for these self-styled ‘‘Micro- 
Americans” that they would bargain 
with their lives for it? 

Two days later, a dejected Director 
of the Federal Bureau of Investigation 
briefed the President. “It looks like a 
dead end, Sir. We checked on this Info- 
com, and it’s just a bunch of software 
writers. I’m having a few hundred of 
my people keep an eye on them, just in 
case —but frankly, Mr. President, I 
think those practical jokers from the 
Wisconsin Dairymen’s Association 
have been pulling our legs.” 

Yet there was one man who refused 
to accept the FBI chief’s verdict. This 
man had heard the news of the “Info- 
com Connection,’ and saw in it the last 
fleeting hope of saving himself, his 
business, his world from the ravages of 
the Micro Revolution. Traveling night 
and day, and never once loosening his 
grip on his arm-wearying burden, a 
large and suspicious-looking cardboard 
box, he suffered through unimaginable 
ordeals until at last he stood on the 
brink of his destination. 


And now he made his move. Bellow- 
ing defiantly, the man hurled himself 
against—and through! —the maximum 
security cordon of Federal agents that 
surrounded Infocom headquarters. It 
was Delwood Bland, charging towards 
his goal in the human battering-ram 
fashion that in his school days had 
earned him the nickname of “‘The 
Wharton Wonder’’—and before the 
astonished agents could whip off their 
mirrored aviator sunglasses and subdue 
the intruder, he had staggered through 
the door to Infocom, and collapsed. 


Some hours later, Delwood awoke 
from a dream of being pursued by bean 
curd- and marshmallow-shaped people 
into a quicksand of molten oatmeal, 
and opened his eyes to see the merry, 
beaming face of the kindly old steward 
of the Infocom Resource Center. At 
once, Delwood realized his cardboard 
box had been taken from him. “My— 
my micro!” he stammered. ‘“‘Thieves!”’ | 

“Fear not, your Micro-American is 
in the best of hands, Mr. Bland.” The 
steward was a gnarled and weather- 
beaten man, whose thirty years of 
backbreaking labor had left him looking 
like a man of thirty. “But perchance 
you long to see so with your own eyes. 
Come, take my proffered arm for sup- 
port, and I shall give you a tour of the 
joint.” 

As they walked, Delwood noticed 
the whole place was suffused with an 
unearthly radiance and the joyous sing- 
ing of fair-voiced people going about 
their work. The steward divined his 
companion’s mystification, and an- 
swered his thoughts: “Those are the 


Infokins, our little helpers who alone 


know the secret of creating interactive 
fiction.” 

“Interactive fiction? What’s that?”’ 
“Well, in one way, it’s like a com- 
puter game. And in another, it’s like a 
novel. And in another, it’s neither.”’ 

Delwood’s face was a blank. 


‘“You’ve read a novel, haven’t you?”’ 
Delwood nodded; he had, once. “They 
communicate in prose, and have plots, 
and tell stories that progress through 
time, and have characters who change 
and react to one another as the story 
moves along,” the steward continued. 
“Interactive fiction has all that, but it’s 
active, not passive. You participate in 
the story as the main character—you 
go places, interact with people, strive 
to outwit opponents, repair broken 
equipment, interrogate suspects, deci- 
pher languages, and so forth. Each 
story is about the length of a short 
novel, but because you’re actively en- 
gaged in the plot, your adventure can 
last for days and weeks.” 

“But how is it like a computer 
game?” 

“Tt can be experienced only with 
the help of your Micro-American. But 
while the events in some games always 
happen the same way, in the same 
order, interactive fiction stories grow 
out of what you do. That’s because 
Infocom uses the full potential of your 
computer to create new worlds that 
are complete and logical in every 
detail.” 

“But how?” Delwood queried. 

“You know how you dehydrate oat- 
meal?” Delwood blanched, remember- 
ing his dream. ‘Ina sense, our Infokins 
do the same thing—taking the vast 
amount of information that goes into 
making up a world, then condensing it 
down from the mainframe level to a 
floppy disk you can slip into your Micro- 
American, without losing any of the 
‘goodness.’ When you do, you're trans- 
ported to that world, right into the 
body of the main character. And you 
can choose from hundreds, even thou- 
sands, of courses of action at every 
step of your journey.” 

“Can I talk to the people I meet 
there?”’ 

“‘As easily as you're talking to me 
now. You can type in full English sen- 
tences, and you’re provided with 


all the words you need. For instance, 
a command like ‘Del, put the tofu 
flavoring and the marshmallows in the 
cereal extruder, then get off the con- 
veyer belt and start the machine,’ 
which would , 
stump any ordi- 
nary computer 
game, is a piece 
of cake for 
Infocom’s inter- 
active fiction.” | 

“But what do 7 | 
Idowhile ’min | 
one of these 
worlds?”’ 

“Well, of 
course, you'll be 
engaged in excit- 
ing adventures, 
life-and-death 
situations and 
such; but more 
than that, there 
are mysteries to 
unravel the likes 
of which you’ve 
never seen be- 
fore—humorous, | Ce 
often hilarious, : 
and always totally _ - 
logical and 
original.” 

“Hmm. I’m 
beginning to see 
what this interac- 
tive fiction is... 
but how do I fit 
in?” 7 

“Right at the 
heart of the story. 
You see, interac- 
tive fiction is 
more than the 
plot and the puzzles | 
and the communication— 
it’s the whole experience of 
being inside the story, of actually 
living it. For instance, you don’t just 
read an interactive fiction story about 
a detective solving a complicated 


locked-door mystery. You, Delwood 
Bland, can examine the evidence, 
interview witnesses, and make 
the arrest. And when the 
letter of congratulations 
comes from Police Headquar- 
ters after the 
case Is finally 
closed, the glory 
will be yours. 
“That feeling 
of total involve- 
ment—the excite- 
ment, frustration, 
anger, outrage, 
and ultimately, 
victory —1s what 
many Micro- 
Americans in our 
therapy sessions 
like best.” 
“Micro- 
computers 
in therapy 
sessions?!”’ 
“Yes. Mostly 
suffering from 
neglect, I’m 
afraid. Seems 
their owners 
haven't heard of 
interactive fic- 
tion and don’t 
see the need to 
intellectually 
stimulate their 
Micro-Ameri- 
cans—or them- 
selves. Maybe 
they’ve played 
other prose 
games before 
and found the 
lack of sophisti- 
cated communications too cum- 
bersome, or maybe they’ve 
only played arcade games, or 
perhaps they’ve never played 
any games at all.’ Delwood felt 
an inward pang of guilt. 
“Here’s one of our more 


severe cases,’ said the steward, open- 
ing a door. Within was a microcomputer 
on whose screen was frozen the image 
of a purplish squash. “His owner was 
in the habit of playing one arcade game 
continually: ‘Eggplant Kong.’ The goal 
of this game, so I’m told, is to climb a 
skyscraper and serve opera star Lu- 
ciano Palaverotti eggplant parmesan. If 
Luciano likes his supper, you proceed 
to Level Two, which is just like Level 
One, except this time Luciano wants 
spumoni for dessert. If he doesn’t like 
his supper, I believe he brains you with 
a giant coconut he keeps on hand for 
just such occasions. In any case, a 
thousand replays of ‘Eggplant Kong’ 
have turned our friend here into quite 
a vegetable.” 

They had only walked on a little 
further when the steward opened an- 
other door and remarked, “‘Ah, here 
we are.” Delwood was greeted by the 
sight of his microcomputer, resting on 
a plush workbench and being operated 
on by a crew of stocky, knotted imps, 
about two feet tall, with long greenish 
whiskers that hung all the way to the 
floor. “Hello, Del,” said his microcom- 
puter weakly. 

Shortly thereafter, Delwood Bland 
carried his fully recovered Micro- 
American out once more into the re- 
freshing sunshine, and was promptly 
seized by Federal officials for question- 
ing by the President of the United 
States. 


When the President heard De!’s won- 
drous story of his adventures in the 
Infocom Resource Center, he instantly 
perceived an opportunity to heal the 
wounds the nation had suffered in the 
Micro Revolution—and, incidentally, 
halt the nosedive he’d taken in the pub- 
lic opinion polls. The Chief Executive's 
jubilation was hard to contain. ‘Milk 
and oatmeal cookies, Charles!” he 
cried, summoning the Presidential 
butler. “Tonight we celebrate!” 


The next day, at the request of both 
the President and an emergency joint 
session of Congress, a carbohydrate- 
bloated Delwood Bland addressed the 
American people. He told them of the 
needs, the longings, the aspirations of 
Micro-Americans—and he told them 


“Tf microcomputers are ever to 
serve us to the best of their abilities,” 
he commenced, “they must be given 
the wherewithal—the sophisticated 
software they’ve been pleading for 
so desperately. Tragically, there is 
only one company that presently 


makes such software — Infocom.” Con- 
sternation momentarily gripped the 
nation—would there be enough to go 
around? —but Del plunged intrepidly 
onwards. “Never fear, however— 
there’s a wide assortment of Infocom 
interactive fiction programs, including 
one to suit every individual’s tastes. 
And best of all, no computer owner or 
Micro-American will be refused on the 
basis of brand name. Infocom’s pro- 
grams have been translated into just 
about every major Micro-American 
dialect: Apple II, Atari, Commodore 


64, Coleco ADAM, CP/M 8”, DEC 
Professional, DEC Rainbow, DEC 
RT-11, IBM PC and PCjr, KAYPRO, 
II, MS-DOS 2.0, NEC APC, NEC 
PC-8000, Osborne, TI Professional, 
TI 99/4A, TRS-80 Models I and III.” 

The cheers had scarcely died down 
when Delwood commenced telling 
the people of the United States about 
each of Infocom’s quality interactive 
fiction programs: 


The ZORK* trilogy, Infocom’s 
classic underground odyssey, takes you 
into the extraordinary environs of the 
Great Underground Empire. It’s a 
world so vast and unique, it can offer 
new discoveries no matter how often 
you explore it, with challenges that 
change and revitalize the adventure 
each time you make your descent. The 
NEW YORK TIMES BOOK REVIEW 
sums up the ZORK trilogy as “‘remark- 
able adventure fantasies.” And the 
public agrees, for the SOFTALK 
READERS’ POLL named ZORK I its 
“Most Popular Adventure,” and all 
three ZORK adventures are among 
the best-selling computer games in 
history. 

Even the way Infocom puts the tril- 
ogy together is unique. ZORK I, II, 
and III all share a common thread, yet 
each is a complete and separate story 
unto itself—so you can play them in any 
sequent you choose. 


- ZORK I: The Great 

- Underground Empire 

- confronts you with perils 

- and predicaments ranging 
from the mystical to the 
ed ~ macabre, as you strive to dis- 
cover the cee Treasures of ZORK 
and ae with them and your life. 


Ge im ZORK II: The Wizard of 

| - Frobozz takes you to new 

- depths of the subterranean 

: realm. There you'll meet 

- the Wizard, who will attempt 
=r to confound you with his 

capricious powers. 


ee ZORK III: The Dungeon 
4a Master is the test of your 

- wisdom and courage. Your 

- odyssey culminates in an 

F encounter with the Dungeon 

- Master himself, and your 

destiny homens in the balance. 


In ENCHANTER™ 

the first of a spellbinding 
series in the Zorkian tra- 
dition, you are a novice 
magician whom Fate 

has chosen to do single- 
handed combat with a dark and fierce 
power. But worldly weapons will avail 
you naught, for your foe is the Evil 
Warlock who holds sway over the land. 
To defeat him, you will have to match 
your skills as a necromancer against 
his, using spells you have learned from 
your masters in the Circle of Enchant- 
ers and others you will acquire as you 
proceed on your quest. If you succeed, 
you will be elevated to a seat in the 
illustrious Circle; if you fail... but one 
does not speak of such things. 


INFIDEL" the first 
action classic from Infocom 
Tales of Adventure} finds 
you marooned by your fol- 
lowers in the heart of the 
deadly Egyptian Desert. 
A soldier of fortune by trade, you’ve 
come hither in search of a great lost 
pyramid and its untold riches. Now, 
alone, you must locate and gain entry 
to the tomb, decipher its hieroglyphs, 
and unravel its mysteries one by one. 
Through the Antechamber, the Barge 
Room, the Chamber of Ra, death will 
lick at your heels as you race to the 
shattering climax of this match of wits 
between you and the most ingenious 
architects, builders, and cutthroats of 
all time —the ancient Egyptians. 


Sp Sey I 


~ DEADLINE™ pits 
_ you, the keen-eyed 
_ sleuth, against a 12- 
_ hour time limit to 

_ solve a classic locked- 
_ door mystery. Info- 
com literally puts the case in your 
hands, providing you with a dossier 
containing lab reports, police findings, 
dastardly-looking pills, and more. Once 
you embark on your investigation, you 
must sift through a myriad of clues and 
motives in order to track down the 
killer. No easy feat, for all stx of your 
suspects exercise free will—coming 
and going, scheming and maneuvering 
independent of your actions. The 

NEW YORK TIMES’ verdict says it all: 
DEADLINE 1s an “amazing feat of 
programming.” 


! The WITNESS™ 

as a CBS MORNING 
NEWS feature re- 
cently revealed, brings 
@ 2" the Great Detective 
Era of the Thirties to life with you as 
detective. It’s a case of blackmail that 
turns into murder before your eyes, 
and anyone from the knockout heiress 
to the poker-faced Oriental butler could 
be the killer. As in DEADLINE, your 
suspects act with minds of their own, 
and you have just 12 hours to solve the 
crime. Armed with a police file packed 
with crucial physical evidence, you 

face a tangled web of clues, motives, 
and alibis, and the only testimony you 
can trust is that of your own eyes— 
because you are The WITNESS. 


STARCROSS™ Info- 
. com’s science fiction 
mindbender, launches 
- you headlong into the 
year 2186 and the 
depths of space, where 
you are destined to rendezvous with a 
gargantuan starship from the outer 
fringes of the galaxy. PC WORLD 
describes STARCROSS as “a great 
game in which to lose yourself,” and 
justly so. For the great spacecraft 
bears three uniquely intriguing com- 
modities: an alien world, peopled with 
all manner of other-worldly beings; a 
remarkably complex, interlocking puz- 
zle to unravel; and a challenge that was 
issued eons ago, from light-years 
away—one that only you can meet. 


Pe In SUSPENDED™ you 
m= are buried alive in a cryo- 
genic capsule deep inside 
an alien world. When 

an earthquake disrupts 
the systems of the Under- 
ground Complex you 
inhabit— systems that surface life 
depends on—you must stabilize condi- 


SUSPEND 


gers Night: 


te 


Ameo 
CRAVEN Usenet: 


prehaarbes prtins 


tions. However, you can only do so by 
commanding your six robots, each of 
whom perceives the world differently, 
to perform actions for you. If you save 
your world from utter destruction, 
you've just begun. SUSPENDED is 
designed to be replayed numerous 
times as you learn to optimize your 
strategies. You can also go on to two 
more levels of play, and there’s even an 
option that lets you customize the game. 


PLANETFALL" tele- 
ports you forward a hun- 
dred centuries to a Stellar 
Patrol ship of the Third 
Galactic Union, where 
your rank is Ensign 7th 
Class— about as low as you can go. 

But then your luck takes a turn for the 
better. Your ship explodes. Which really 
is fortunate, because you're thereupon 
jettisoned away to a mysterious, 
deserted world. True, the planet is 
plagued by floods, pestilence, and a 
mutant Wild Kingdom. But there’s also 
Floyd, a mischievous multipurpose 
robot and the ideal companion with 
whom to brave your new world as you 
explore its secrets, dare its dangers, 
and attempt to discover a means of 
saving It. 


“INTERACTION SO REALISTIC, YOU CAN TOUCH IT!” 
enthuses Delwood Bland. ‘‘Infocom games come fully equipped 
with tangible playing pieces that lend added verisimilitude to your 
adventuring.” 


Tenavtonk 


“And don’t miss out on these helpful 
Infocom support materials!”’ 

Delwood concluded his remarks 
with a reminder that Infocom also 
offers the best in alternative resources 
for Micro-Americans and their own- 
ers—including personalized customer 
service. Here is how he put it, in his 
own words: 

“Of course, there’s a solution, 
to every Infocom puzzle, and 
a way out of every Infocom 
maze. But there are those times when 
even the most brilliant adventurer can 
get stumped. That’s where Invisi- 
Clues™ Hint Books (available for a nom- 
inal fee through Infocom) can come in 
handy. In them, you'll find everything 
you need to crack the toughest nuts 
Infocom games can dish out. The hints 
are amusingly and cunningly written to 
help you arrive at the solution step-by- 
step, instead of solving the problems 
for you. 

“Great care 1s taken to make sure 
that InvisiClues Hint Books will give 
you only the help you need, when you 
need it, and won't give away extraneous 
information unintentionally. To guard 
against this, Infocom words the ques- 
tions to reveal as little as possible about 
the story, and uses the amazing Invisi- 
Clues process, which gives you invisi- 
ble hints that usually progress from a 
gentle nudge in the night direction to a 
full answer. If you become stuck, all 
you have to do is find the question in 
your InvisiClues Hint Book which per- 
tains to your problem, run your Invisi- 
Clues latent image marker (included 
in your InvisiClues kit) over the first 
answer, and—hey presto! —the answer 
appears before your very eyes. 

“There’s a handsomely illustrated 
and easy-to-read hint book for each 
Infocom game, and scores of hints to 
choose from in every book. What’s 
more, each InvisiClues book features a 
cleverly drawn map* to help you with 
locations in the game. 


*Except SUSPENDED, the map for which is already included in the 
game package. 


Delwood Bland says: “Add to your pleasure with InvisiClues hint kits. 
Kits include hint books, maps, InvisiClues latent image markers— 
the works. Imagine the convenience!”’ 


“Because InvisiClues are designed 
to be used according to your individual 
needs, they don’t suffer from any of 
the deficiencies of phone-in hint ser- 
vices. You'll never have to worry about 
getting too much or too little informa- 
tion. And with InvisiClues, your needs 
are anticipated, and the answers are 
always within easy reach. 

“Tn addition, for those times when 
your problem is of a technical rather 
than a game-playing nature, Infocom 
offers a TECHNICAL HOTLINE. Just 
call 1-617-576-3190, and whether your 
problem’s a disk that won’t boot up, a 
missing piece in your game package, 
or whatever your technical difficulty 
may be, an Infocom troubleshooter will 
be on the line to see you through. 

“God bless all of you, carbon-based 
and silicon-based life forms alike!” Mr. 
Bland bowed with dignity. The ticker 
tape and dehydrated oatmeal parade 
commenced; hosannas of joy mingled 
in the air with assertions galore from 
Americans that they and their comput- 
ers would lead better lives hereafter; 
and taking his Micro-American by the 
cord, Delwood strode off towards the 
sunset, and into the pages of history. 


ZORK is a registered trademark of Infocom, Inc. 
ENCHANTER, INFIDEL, DEADLINE, The WITNESS, 
STARCROSS, SUSPENDED, PLANETFALL, Infocom Tales of 
Adventure, and InvisiClues are trademarks of Infocom, Inc. 


“A human never stands so tall | 
_as when stooping to help a small computer.” 
— Infocom motto 
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The next dimension. 
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